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New Artificer Specialists 


This product expands on the Unearthed Arcana playtest 
versions of the artificer class, released on the Dungeon 
Master's Guild. It offers several new subclass options for the 
classes, as well as a number of magical items. 

This is a living document. As the playtest continues over 
the next few months, this document will be updated to 
reflect changes to the artificer, as well as in response to any 
feedback on these particular classes. (Feedback for this 
document - or any of my products for that matter - can be 
sent to david.jw.gibson@5mwd.com) 


And, of course, please leave feedback for the classes in 
general. 


Artificer 


Blending artisanal crafting with arcane skill, artificers can 
transform the mundane into the magical. They empower 
their allies to great feats, and are the masters of crafting and 
using magical items. 


Wondrous Invention 

At the DM's discretion, the following items can be added 
to the list of potential items you can craft. 

Most of these items can be found in 5 Minute Workday 
Presents: Items of Wonder, available on the Dungeon Master's 
Guild website. 


2nd Level: artisan's belt*, burglar's gloves*, cheater's dice, coin 


of fixed fortune, dungeoneer's chalk, talking pouch 

5th Level: bottomless stein, chest of misdirection, coil of infinite 
rope, eavesdropping coin, hoarder's cloak*, mask of the false face, 
necklace of gorging, puzzle piece box, sending glass, ten-foot rod, 
threadless needle 

10th Level: campfire blanket, dignified top hat, gloves of 
distant manipulation, orienteering compass, portal crystal*, 
returning coin, swift changing ring, tome of transcription 

15th Level: indestructible cloak, shifting charts 

20th Level: barrier bracers 


Items marked with an * are included in this product, 
either being reprinted from the above product or newly 
created for this document. 


Alchemist 


At the DM's discretion, you can choose from the following 
new Alchemist Formula options. 

Flash Pellet. As an action, you can produce a small, 
brittle pellet from from Alchemist's Satchel and throw it at a 
target you can see within 60 feet. If the pellet strikes a hard 


surface or object it explodes in a brilliant burst of light. Each 
creature within 10 feet of the burst who could see the light 
must make a Constitution saving throw. On a failure, they 
are blinded by the light for 1 minute. At the end of each of 
their turns, a created blinded by the pellet can repeat the 
saving throw, ending the effect on themselves on a success. 

Slickslime Ball. As an action, you reach into your reach 
into your Alchemist's Satchel and produce this round waxy 
ball and hurl it at a creature of space you can see within 30 
feet. The ball erupts on impact, coating a creature or 5-foot 
radius area with slippery slime. The slimed area is difficult 
terrain for 1 minute. Creatures that enter the area or start 
their turn their must succeed on a Dexterity saving throw or 
fall prone. 

If you targeted a creature with the ball, the creature must 
make a Dexterity saving throw. On a failed save, they are 
struck by the ball and coated with slime for 1 minute. While 
slimed, each time the creature tried to use a held object, it 
must succeed on a Dexterity saving throw or drop the item. 
They have advantage on this saving throw if holding the item 
with two hands. The slime can be scraped off a creature with 
an action. 


Imbuer 


While all artificers can impart their magic into items, imbuer 
are the masters of quickly enchanting and empowering 
objects. As swiftly as a fighter can swing their sword or a 
wizard can weave a spell, an imber can instill magical essence 
into an otherwise mundane object. 


Imbue Magic 


When you take this speciality at 1st level, you can place 
small amounts of magic into items. As a bonus action, you 
touch a worn or held object and imbue it with a charge of 
magic. The imbued charge lasts for one hour. During that 
time, the bearer can expend the charge to trigger a magical 
effect. A single item can only be imbued with one charge of 
magic, but a creature can wield or carry multiple imbued 
items. 

If the item is worn, when the bearer takes damage they 
can use their reaction to expend the imbued charge to reduce 
the damage by 1d8. Alternatively, if the item is used to make 
an attack, on a hit the bearer can expend the imbued charge 
to deal an extra 1d8 force damage. 

You can use this feature four times. You regain any 
expended uses after a long rest. When you reach 9th level, 
you can use Imbue Magic five times between rests, and at 
14th level this increases to six times. 
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Martial Training 


At Ist level, you gain proficiency with shields, 
warhammers, shortswords, and heavy crossbows. You also 
learn the true strike cantrip. 


Reservoir of Magic 


Starting at 3rd level, you regain all expended uses of 
Imbue Magic after completing a short or long rest. 

Augment Imbuement 

At 9th level, when a creature within 60 feet of you 
expends your charge of imbued magic, you can use your 
reaction to augment the magic with an additional effect. This 
additional effect lasts for 1 minute or until you lose your 
concentration (as if concentrating on a spell). Choose one of 
the following effects: 

The imbued creature gains temporary hit points equal to 
1d6 + your artificer level. 

The imbued creature's speed increases by 10 feet. 

The imbued creature's weapon attacks are considered 
magical for purposes of overcoming resistance. 


Trigger Magic 

When you reach 14th level you can trigger imbued items 
from a distance. As a bonus action, you expend the charge of 
one imbued item you can see within 60 feet of you. If the 
bearer is affected by a spell or similar ability affecting them 
that a successful saving saving throw will end, they can make 
a new saving throw against the effect, rolling a d8 and adding 
that to the results of the save. 


Connective Magic 


Beginning at 17th level, you can sense the location of 
magic you have placed into items, and can use that as a 
beacon for spells. You can target the bearer of an imbued 
item with a spell even if you can't see them. And when you 
cast a spell with a range of 5 feet or greater, you can target 
the bearer if they are beyond the normal range of the spell, 
up to twice the normal range. 


Scriber 


Practicing an ancient talismanic art, scribers place powerful 
magic into simple pieces of seemingly mundane power for 
great effect. By placing the small charm on their enemies, a 
scriber can incapacitate their foes or exorcise an evil spirit. 
Originating on the islands of Wa in Kara-Tur, there the art 
of scibers was known as o-fuda, and practiced in shrines. The 
skill came west with monks and similar talents. 


Spell Talismans 


When you take this speciality at 1st level, you learn to 
infuse small paper scrolls with powerful magic. You prepare 
the talisman in advance, quickly finalizing the enchantment 
when you use scroll. When these talismans are placed on a 
creature or location it is affected as if you had targeted them 
with a spell. 

When you use the talisman, you choose a spell to 
replicate. You know three talisman spells chosen from the 
Ist-level list below. You learn an additional talisman spells 
when you reach higher levels of artificer: 3rd, 9th, 14th, and 
17th level. The spell talismans you choose must be on the list 
for your current artificer level or lower. 

It takes the same length of time to use a talisman as it 
takes to cast the spell. You can place a talisman on a hostile 
creature within your reach with a successful spell attack. 
Talismans placed on a creature target only that creature, even 
if the spell would normally target an area or multiple 
creatures. Talismans placed on a location target an area 
centered on the talisman. You don't need to concentrate to 
maintain your talisman spells, which remain until the 
duration expires or until the talisman is removed. A creature 
can remove a talisman as an action. 

Once you use your spell talisman, you must complete a 
long rest before you use it again. You can use this feature an 
additional time when you reach 9th level, and a third time at 
17th level. 

Ist Level: alarm, bless, bane, false life, protection from good 
and evil, sanctuary 

5th Level: gentle repose, hold person, warding bond, zone of 
truth 

9th Level: bestow curse, glyph of warding, magic circle, 
protection from energy, speak with dead 

13th Level: banishment, confusion, death ward, Otiluke's 
resilient sphere, stone skin 

17th Level: dispel evil and good, geas, hallow, hold monster, 
planar binding 


Destructive Talisman 


Starting at 3rd level, you can fashion a simple paper 
talisman that explodes with arcane energy. As an action, you 
throw the small scroll at a creature, object, or space you can 
see within 30 feet of you. Upon contact, the scroll detonates 
in a 5-footradius blast. 

Alternatively, you can place a talisman on solid surface 
within your reach, which explodes after a number of rounds, 
chosen when you placed the talisman. The talisman has a 
maximum delay equal to your Intelligence modifier. You can 
only have a single destructive talisman active at one time. 

Targets in the area of the explosion must succeed on a 
Dexterity saving throw or take 1d6 fire damage. The 


talisman's damage increases by 1d6 when you reach certain 
levels of this class: 5th level (2d6), 9th level (3d6), 11th level 
(4d6), 15th level (5d6), and 19th level (6d6). 


Translate Scrolls 


Also at 3rd level, you learn to treat wizard spells on a spell 
scroll as if they were on the artificer's spell list. 

Additionally, when you fail the check to cast a spell from 
a spell scroll that is of a higher level than you can normally 
cast, the scroll is not destroyed. Once you use the ability, you 
can't do so again until you finish a long rest. 


Tinkerer 


Truly blending magic and machinery, tinkerers build 
elaborate clocker devices that they augment with magical 
power. Often known by such names as gadgeteers or 
engineers, tinkerers are continually inventing, revising, and 
trying new things, seldom being satisfied with their creations. 
Rock gnomes in particular are drawn to being tinkerers, and 
view their creations as incomplete without numerous 
customizations and superfluous features. 


Gadgets 


When you take this speciality at Ist level, you learn to 
craft two mechanical devices, chosen from the options below. 
You learn how to craft an additional two devices of your 
choice at 3rd level and 14th level. 

If a gadget is destroyed, you can repair or rebuild it over 
the course of 1 day, requiring 30 gp in engineering supplies. 


Crossbow Turret. As an action, you place a mounted 
mechanical crossbow in a space within your reach. The 
crossbow automatically reloads itself every round, and so long 
as you are within reach, you can fire the crossbow with a 
single touch. As a bonus action, you can cause the turret to 
fire crossbow bolt at a target within 100 feet. The turret 
attacks with a +6 bonus and deals 1d8 piercing damage on a 
hit. The turret has 

Alternatively, you can set up the turret to fire 
automatically. Every other round, the turret fires a crossbow 
bolt, targeting the first creature or object it a 100-foot line. 
The turret fires for 1 minute or until you deactivate it as an 
action. 

At 4th level, you augment your crossbow bolt with 
poison, dealing an extra 1d6 poison damage on a hit. This 
extra damage increases by 1d6 when you reach certain levels 
of artificer: 7th level (2d6), 10th level (2d6), 13th level (3d6), 
16th level (4d6), and 19th level (5d6). 

Flamespitter. A rubber hose connects a ceramic nozzle to 
a large bladder of flammable liquid. As an action, you can 


cause this gadget to emit a burst of flame. Creatures in a 10- 
foot cone must succeed on a Dexterity saving throw or take 
1d6 fire damage. This flame ignites flammable objects that 
aren't being worn or carried. 

The flamespitter's damage increases by 1d8 when you 
reach certain levels of artificer: 4th level (2d6), 7th level 
(3d6), 10th level (4d6), 13th level (5d6), 16th level (6d6), and 
19th level (7d 6). 

Folding Glide Wings. These thin cloth wings are 
stretched tightly across a foldable metal frame. As a bonus 
action on your turn or a reaction when you are falling, you 
can trigger the wings to spring open, slowing your falling 
speed to 60 feet per round. You are able to steer slightly, and 
are able to move yourself one foot to the side for every 2 feet 
you descend. 

Grappling Hook Launcher. A specialized grappling hook 
fits into the end of this long tube, filled with springs and 
gears. As an action, you can launch the grappling hook at a 
target up to 100 feet away. The launcher can also retract a 
rope coiled around its mechanisms, moving either the 
creature holding the launcher, or the object attached to the 
hook. The launcher can lift and drag objects as if it had a 13 
Strength score. If used against a creature, the grappling hook 
does 1d4 bludgeoning damage on a hit. 

Grappling Strap Launcher. These iron and leather bands 
are tightly bound into a ball, and launched from a hand-held 
catapult. As an action, you can launch the ball of straps at a 
creature within 30 feet. The creature must succeed on a 
Dexterity saving throw or the bands wrap around its body, 
causing it to be grappled by the bands (escape DC 15). 

Land Mine. This slender metal and ceramic disc contains 
highly flammable alchemical substances. As an action, you 
can place this trap in a space within your reach. When a 
creature steps in that space, they must succeed on a Dexterity 
saving throw, or the trap explodes out to a 5-foot radius. 
Creatures in the area must succeed on a Dexterity saving 
throw or take 1d8 fire damage. 

The landmine's damage increases by 1d8 when you reach 
certain levels of artificer: 4th level (2d8), 7th level (3d8), 10th 
level (4d8), 13th level (5d8), 16th level (6d8), and 19th level 
(7d 8). 

Leg-Hold Trap. Also known as a bear trap, this spring- 
loaded trap is chained to a spike driven into the ground. As 
an action, you can place this trap in a space within your 
reach, opening the trap and placing the spike. When a 
creature steps in that space, they must succeed on a Dexterity 
saving throw, or the trap slams shut on their leg and they 
take 1d8 piercing damage. If the spike was placed (ground 
permitting) the creature is also grappled by the trap (escape 
DC 15) and can't more than 5 feet away from the trapped 
space. 


The trap's damage increases by 1d8 when you reach 
certain levels of artificer: 3rd level (2d8), 5th level (3d8), 7th 
level (4d8), 9th level (5d8), 11th level (6d8), 13th level (7d8), 
15th level (8d8), 17th level (9d8), and 19th level (10d8). 

Shock Stick. The metal tip of this rod is covered with coil 
of copper wire connected to a narrow wood and glass box. As 
an action, you can touch a creature with this rod. Make a 
melee spell attack against the target. On a hit, the target takes 
1d6 lightning damage. The shock stick's damage increases by 
1d6 when you reach certain levels of artificer: 3rd level (26), 
5th level (3d6), 7th level (4d6), 9th level (5d6), 11th level 
(6d6), 13th level (7d6), 15th level (8d6), 17th level (9d6), and 
19th level (10d6). 

Before you make the attack, you can choose to reduce the 
damage in order to shock the target's system. If you reduce 
the damage by 1d6, on a hit the target can't take reactions 
until the start of its next turn. If you reduce the damage by 
4d6, the target must succeed on a Constitution saving throw 
or be stunned until the start of its next turn. If you reduce 
the damage by 8d6, the target must succeed on a 
Constitution saving throw or be paralyzed until the start of 
its next turn. 

Springstep Boots. The heels of these thick-soled boots 
contain tightly coiled springs. On your turn, as a bonus 
action you can activate the boots to double your jumping 
distance. 


Master Tinkerer 


Also at 1st level, you gain proficiency in tinkerer's tools 
and can build a small magical and clockwork familiar. 
Building the mechanical pet functions as casting the find 
familiar spell, taking 1 hour and requiring metal and 
clockwork parts worth 10 gp. Your clockwork familiar has 
the following modifications: 

e It's type is a construct 

e It doesn't require air, food, drink, or sleep. 

e = It can't be charmed 

e It is immune to poison damage and the poisoned 
condition 

e Itis resistant to bludgeoning, piercing, and slashing 
damage from nonmagical sources that aren't 
adamantine 

e If you salvage a destroyed clockwork familiar, you 
can recover parts worth up to 5 gp. 


Reinforced Servant 


At 9th level, you add reinforced metal plates to your 
mechanical servant. Its AC increases to 15 and it gains 3 
additional Hit Dice, increasing its hit points accordingly. For 
each artificer level you gain after 9th level, your mechanical 
servant gains an additional Hit Dice 


Your mechanical servant uses your proficiency bonus in 
place of its own. Additionally, it adds your proficiency bonus 
to its damage rolls. 


Support Servant 


When you reach 17th level, your mechanical servant 
coordinates its attacks with yours. When you use your action 
to attack with a gadget or use the Attack action on your turn, 
if your mechanical servant can see you, it can use its reaction 
to make a melee attack. 


Wandslinger 


Rapidly producing wands from belts or beneath cloaks, 
wandslingers often dual wielding wands, holding one in each 
hand so they're ready for anything. 


Wand Wielder 


At Ist level, you craft a number simple wands, allowing 
you to cast the spells stored within. When wielded by you, 
these wands use your spell save DC and spell attack modifier, 
as well as your artificer level for their caster level. You are 
considered attuned to these wands, but they don't count 
towards your limit of attuned items. 

At Ist level, you craft four wands, containing spells 
chosen from the list below. 

Ist Level: acid splash, dancing lights, firebolt, light, mage 
hand, message, minor illusion, prestidigitation, ray of frost 


You can craft an additional wand when you reach higher 
levels of artificer: 3rd, 9th, 14th and 17th level. 

If another creature attunes to one of these wands, it 
functions until the following dawn, after which its magical 
charge fades. For these wielders, the wands have a DC 12 
spell save and cast spells as a Ist-level character. Crafting a 
replacement for a lost wand takes two days and costs 50 gp 
worth of raw materials. 


Empowered Wands 


When you reach 3rd level, when you craft a new wand it 
can containing a higher level spell. The spells contained in 
these wands must be for your current level or lower, and you 
can only craft a single wand at the highest level you can 
currently craft. While empowered wands continue to use 
your spell save DC and spell attack modifier, they do not use 
your caster level. 

Empowered wands contain only a single charge. You can 
recharge all expended wands during a long rest. 


3rd Level: burning hands, colour spray, firebolt, light, mage 
hand, prestidigitation, ray of frost, ray of sickness, silent image, 
witch bolt 

9th Level: darkness, gust of wind, melfs acid arrow, ray of 
enfeeblement, scorching ray, shatter, web 

14th Level: dispel magic, fear, fireball, lightning bolt, major 
image, sleet storm, stinking cloud 

17th Level: blight, confusion, control water, ice storm, wall of 


fire 
Draw Wands 


Also at 3rd level, you can draw or stow two wands when 
you would normally be able to draw of stow one, or stow one 
wand while drawing another. 


Charge Wands 


Starting at 9th level, when you roll to see how many 
charges a magical wand regains, you roll twice and choose the 
preferred roll. 


Greater Empowered Wands 


At 14th level, your empowered wands hold an additional 
charge. Wands of half your artificer level (rounded up) hold a 
second charge. This charge can be spent to use the wand a 
second time or used to cast the wand's spell as using a spell 
slot 2 levels higher than normal. 


New Magic Items 


The following items can be crafted by artificers or found in 
treasure hoards of all kinds. 

The artisan's belt, burglar's gloves, and hoarder's cloak can also 
be found in 5 Minute Workday Presents: Items of Wonder, 
available on the Dungeon Master's Guild website, and may 


have been edited and revised (slightly) for this product. 


Artisan's Belt 


Wondrous item, uncommon 

This heavy leather belt has several sturdy pouches sealed 
with iron buckles. This item has 3 charges. As an action, you 
can use a charge to open one of the pouches and producing 
tools of your choice, as if drawn from an extradimensional 
space. The belt can create any set of artisan's tools worth less 
than 25 gp, such as a hammer, a saw, a shovel, a miner's pick, 
or a block and tackle. The tools remain for 1 hour or until 
returned to the pouch. 

The belt regains 1 charge daily at dawn. 


Burglar's Gloves 
Wondrous item, uncommon (requires attunement) 

These gloves looks unremarkable to casual inspection, 
but are crafted from dark leather that is surprisingly soft and 
supple to the touch. While making a Dexterity check you can 
choose to activate the gloves, causing lock picks or other 
small thieves' tools to emerge from the tips of the gloves, as if 
unfolding from its seams or creases. 

When you are finished your task, the tools retract back 
into the gloves. The tools cannot be removed from the 
gloves, and the gloves do not grant proficiency with thieves' 
tools. 


Eternal Soap 
Wondrous item, common 

This smooth bar of off-white soap never gets smaller of 
consumed, regardless of how much it is used. It always 
produces rich, frothy bubbles that can be used to clean 
clothing, dishes, and skin with ease. If paired with enough 
water, as an action you can use the soap to make a five foot 
squared area slippery. Slippery ground is considered difficult 
terrain and remains slippery for 10 minutes. 


Hoarder's Cloak 


Wondrous item, rare (requires attunement) 

The inside lining of this cloak appears to be smooth, 
black silk. Casual inspection reveals nothing, but the interior 
can be opened to an extradimensional space, allowing the 
wearer to reach into the cloak and withdraw an item of their 
choice. 

When you reach into the cloak's extradimensional 
pocket, you always find the desired item. Placing or retrieving 


an item from the cloak follows the normal rules for 
interacting with objects, and reaching into the cloak is no 
more difficult that retrieving an item from a scabbard or belt 
pouch. The cloak can hold 10 items with a combined weight 
of less than 50 pounds of material or volume of less than 5 
cubic feet. Regardless of what is stored inside, the cloak 
always weighs 1 pound. 

If the cloak is overloaded it ruptures and is destroyed, 
with the contents of the cloak lost forever. However, the 
cloak is sturdier than similar items, and continues to 
function if ripped, assuming enough material remains to 
produce the stored item. Placing the cloak inside an 
extradimensional space created by a bag of holding, portable 
hole, handy haversack, or similar item destroys both and opens 
a gate to the Astral Plane. The gate originates where one item 
was placed inside the other. Any creature within 10 feet of 
the gate is sucked through it and deposited in a random 
location on the Astral Plane. The gate then closes. The gate is 
one-way only and can't be reopened. 


Portal Crystal 
Wondrous item, rare 

This irregularly shaped rose quartz crystal is decorated 
with conjuration runes inlaid with precious gemstone dust. 
To use this crystal you must spend 1 minute performing a 
ritual where you touch the crystal to a permanent 
teleportation circle then lightly sketch out the sigils for a 
known teleportation circle. The crystal then activates the 
circle as if you had cast the spell teleportation circle. Once the 
portal closes, the crystal can't be used this way again until the 
next dawn. 

Alternatively, you can crack the crystal, permanently 
destroying it and creating a fine chalky dust that can be used 
to draw a temporary teleportation circle, which activates as if 
you had cast teleportation circle. 


Variant Rules 


An assortment of optional and variant rules to 


customize your campaign 


Rod of Seven Parts 


Wield the power of all seven parts of the 


legendary artifact. Plus new monsters! 
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Expanded Wand of Wonder | 


3 new tables expand the results of-using this wild magical 
item, that should be mandatory in all campaigns! 
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Spellscars 


Become warped by the chaotic magic of spellscars 
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